Ofiginai Concept by Phiiip Piice 
Musk: by Gilbef jsc^ 

li[ustraliofi& by Tr^omas J. CJemeni 

Here's how to use your Atari coTiputer to enieJ The Dungeon. Read (he Dungeon Guide 
before loading the game (yes, even if ^flu've aliea^y pla:^«i Ttii Clijfij; ii has viial 



St ec|uir am en ts 

• AtflfP home computer 

* Compsl^bla dish driven (H) 

* Videa monilor Of TV 

• jQ^tu#k (Optional) 



Ths Dungeon qam bisks (3) 
Biar^k d^sk (Cnaractef Disk) 



NOTE; l^jl^ipe^l^ llw Qsmcm Dism 



Uettinq Started) 

1 Turn cff the computer, remove any carlridges. and C&wi^ a JcgfSliiCk, if 
desired. Turn ori the riKinitor or TV and disk drives. 

2. Insert Disk 1, S'de 1 into Drive i, close Ihe door, and turn on trie compLler, 

3. Onoe you'f^ iamitiar with the operting sequer^e, fiold down lh« START 10 
bypass land go directly to the Charader Dec«ip inew^ 




i^p&.inq Up 

Dtsh 2, Side 1 contains a copy program yov can use fof tiiaoiang up your Ciiarsdef 
Disk and ail akies of the game disks liisK V ^ (Cili^^iff) ^M^i^P^. 
and keep Ibe i^^ 

T$ use the copy progfai^^liiffi off the compaier, remove any cartridges, inserf 



Verify 
pormat 

Beslinalbn Drive = i 



Vvto lum mtf 0^,:er UN (ViB progM tm fratsr with Verify OFF), 
finl^f to turn FSQntt^W« ON (w Format K jw'rt copyii^ onto » 
niiftmttHJ disk). Press s to effect ^ tfrNi yoi/ra usinp for your 
dish: pr^s D 10 designate the drtVQ ydur fif^^i^ TO lt|jftfie|^ 
press BETOflN and ftaitow «» prompii 



Prm H ID create a Chaiactefp You get a pfompt ihii says "NOTE; if you 
WSH TO KE0> tWlS^^^l^UWCTEa VOU MUST HAVE A DUNGEON 
CHAR^Iill^^l^l^ THli:4-G}iARACTiRSOI^ 

It fou donl hsv9 a Dungeort Ctiaracler Diak pi^paMd, or If your only 
ClmelirOfigKalraadytufi^Ch^^ im 

If yoti have a Character Disk ready, type a tmrn when you see ifie prompt 
"gAlTiB^kA^^ 1Tieii^aiMStt»#iwtfLlLliiR^^^^ 

Pfess E U you already Have a Ctoracter ton up^mi mimmM Ptwa^flft, 
FoUovy iheprocipls- 

ftWWTU you have a City Characieryou wajii to bring Into The Dungeon. Make^ 
sura your CSy Characier was saveJ in front of ora of ite ?wo Dungeoi 
e^ipi@eKi^:bal3ii« you tiy to n The Dunigdon [m m QungBon 
l^de ^ intormatkm on Dun^w tniraiw]. You ml mm Iht 

AM U In o«tai«l«^iil Chmter UMm; 

iMii^^aladjisi. 

If you make an error m arvy selecticn^; (fn Cfiaractef Decisfon Of anytime during tn^ 



Ch^Twt^T Decision 

The Char aclef Decision menu o^ers bur o^^litm^ 




Hft M to beoofTte a new person 
HiL E 10 resiimc an eMSting one 
Hl\ T ta trar^sfer a City cl^aracter 
Wii U lor ci^aracief uiiliti$£ 



iMter ycM/ve created a new Ctiarader^ youVe taken b The Dungm RifM To 
em, press the SPACE BAR (t^ seis your 3t^) and mtm the {vunpts. 



Save your Character when you're roady to slop playing or when you've buiit l| up 
ID a ?evei j wanito ketjp. Press S arid fol^aw jlie piomptS- No!e; Vou can only 
save 3 Chaiacim wNle aiQund TM Dungeon (notching Encouf^i wliila 

in buildrngs, eJc). 

To R^esurrect a Lost CFmrciGtor 

Whan a Ctiaiactaf that you s^ved and reloaded iinic^ l^e gaine cies. it's riot really 
dead (The Dunflwn is nice itiat way), Instead^ ils only Xost;* To resime year 
llii^ Ohia^p eelecl £arn^ load it tf« same way you'd ^ ai^ other Cl^acter 

J^mpi 

(avails at t^ b i p or,#iii^ 
lycl^iiiliHM). i^iiauttiifi 
at^jass, tt^ visble on the M ot 
your screen. NorUi is always at 
(he top oF the Compass; ihe amw 
ponts in the direcSon you rs heae^ng, 

JO^HStiGtu ControC 

The Joystick controls physical movemefrt. Ifeke sufe irs in r'oft i . Mcve forward 
!3y pushing Up on the Joystidt, backward by pulling Down. Turn ^efl of right by 
pjai^tng the Joystick Left ot Right. One of the four red arrows at Ih^ ^i^i.ii. 
the screen 'rghts. up. showing you which tflTectwD yoy're heading. 

Time Inciicator 

A symbol, located just under the word "Sials;" at the top teft of 
your screen, is in constant motion when time js passirvg. 





omts 

Nit PM$ are displayed as -Hft Points-* or 'Hit fWnt^ Whsnyogsw 
iw '»% yqur Ht PoiMs amail thdirmaxMwm (evel Ihe 'r* ima^ yajrVitDsi Hit 



Ybii eera inovs wvnd 11» Dungmt^ig the Keyboard tnstead of a JqysM. Mevft 
10^^ by prising I, backward Isjf pi#stng K. J le^wd L to tun 
One of tilt fi(Hir|n^ # 



oihBT Important Tn/ormation 

mm yoo're waiklng akifig DuriiKMi corridors (exploiine), text at lie botiom 
tha Shows yiiM«^:i^ mmitimrmijt Rxxt Packets, Torchos^ 
mi Water Fl^ks yoit:|l«e«^. ililss^^ lopirKU 




During an Enoounter a iny ott3ef tntefaoticin. If j^ti loss sight oT 0^ ii|i[^>si|i^ 



Qjgt a Spsi ^ dtirln9 EnotiuntefS of when 
It^ during Enoount^rs or wftifn 
E^dMiie SpeiiOf U your h^yeniory); 

Um an item (you mn ATofctv^ t 11 
MnganEnoountec); 
Pause Uiis (tl^ 

an item yauVf^jiii$Bel.or 
during mi^t); 
S3veagei!if|(pf^|ii!ft 



Press Ihe^CJcey 






iU;jLisipr«i^ttie 
iMlQcasliD&^Spel; 



iheft decide vtirdm^^ 






Ifie Tnmqcon 
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Welcome 10 The Dungeon, the sequel to The City, Read this Guidebaok 
before entering The Dungeon; (t may save your life. The separate Reference 
Card gives instructions for using your computer to enter Alternate 
ReaJity-The Dungeon. 

A partial Map of The Dungeon (Levef One) is fnduded in your package. 
Use ttits as a base for explorirtg and mapping the rest ot The Dungeon. Also , 
enclosed is an artisrs rendering of major Dungeon sijes that may hetpyour 
mapping eHorts. 

Youll discover entrances that let you take your Glraracter into future 
if^sta]lments of Alternate Reality: The Arena, The Palace. The WMemess, 
R&vefation, and Destiny. The City [which is referred to many times in this 
manual) is the first scenario in the Alternate Realfty series. 

You need a blank disk to use as a Character t)i Ik. Without a Character 
Disk, you can't save a game. 

Please fill out and return the enclosed Datasofi Product Registratien 
Card. This automatfcafly places you on our AEternaie Reality Players List, 
ensuring that you'll receive any Dungeon news, as well as preview 
information aboul future AR scenarios and ott^er new Datasoft procfucls. 

Look at the Limited Warrar^ty '(nformation in your game package. It says 
you're entflled to a free repiacement if, within the first 90 days ot purchase, 
your disks are defective,. To receive the replacement, relum the original 
disks to Dalasoft {see the address below) along with your name, address, 
computer type, and proof of purchase. 

If your disks are accideritally damaged or destroyed (i.e., you formatted 
them, your dog ate them, a truck ran over them, etc.), replacement copies 
can be had for $15. Send your name, address, computer type, and the disks 
with proof of purchase (box or receipt), and a cheque or money order to: 

DATASOFT CUSTOMER SERVICE 

Dept. B 
19B08Nordhoff Place 
Chatsworth, CA 91311-9969 



Hole: British spelfings are used [hroi;ghOi;t this mafsual. 
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CURSES 



PJlOLOaUE 

Information in this manual was galhered entirely from Characters 
emerging from The Dungeon. Some of these individuals were delirious 
or deluded; others were sicN or wounded; still others were simply 
"tall-tale tellers/ Every Adventurer has his own story; youll have to 
sort out truth from rumour for yoursetf. If your experrences differ, 
drop us a fine. 

fantasy JlQCe-Plai^tttg and The fiung&on 

Fantasy Role-Playing i&nt like any other kind of computer 
game: you don't control the actions of a Ctiaracter - you are 
the Character. 'Role-PJaying' means you actively partake in 
the adverrture, Your individuality, intelligence, and reflexes 
affect your game Character's chances for sun/ival. 

Fantasy games usually use a lot of unusual words and terms, 
so a good dictionary ts useful to have on hand in case there's 
something you don't quite undersland 

In The Dungeon, you enter the game with a set of 
characteristics (we call them "Stats") that define your 
physical and mental attributes. As you wander around, getttng 
your bearings and learning what's expected of you. you're also 
developing a personality. All actions and reactions are noted by 
the computer and stored as pari of your Character. 

There's no *SBf response for any situatfon; everything 
depends on your Character's Stats, personality, and conduct 
{and luck!). 

The basic strategy in playing The Dungeon Is perseverance. 
You discover what's good or bad for your Character by trial 
and error {use common sense). 

The Dungeon is a war Zone; the Trolls and Goblins have been 
battlino each other since time immemoriaL Learn to use this 
eternal combat to your advantage. 

In The Dungeon, there are many Quests to complete and 
mysteries to solve. Special, one-of-a-kind items are there for 
the finding {and there may be more than one way to acquire 
these). 
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Decide p eariy. what youf goals are. 

There are two choices for a lOTg-ierm goal; return to Earth or 
stay fn Alternate Reafrty and seek revenge on your captors 
Long-term goals apply to the enure Afterr\ale Reality aeries, 
but also atfeci itie way you behave in The Dungeon. 

Short-term goals change as your Character changes. Al first, 
your marn goaJ ^s (undoubtedly) staying alive' If you can learn 
to do this, other choices awaits which Quests to ionow. what 
creatures to betnend. etc. Keep in mind that making fnends 
with anyone almost always means someone etse wiH consider 
you art enemy. 




TfiE Oracle of Utsctom 

Some folks m The Dungeon provide hints, tfps, and bits of 
intormation. Some of their rumours am helpful, but many are 
wrong and useless. The Oracle, however, never lies This 
all -seeing eye knows your iite's hjstory. . . .and your future. It 
only discloses important facts. 

Note to City Veterans: The Oracla of Wisdom *s located diredly 
beneath the Fioattng Gate, 
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Encounters 

Whenever you meet someone (or, ick! ^omBthing] you're having 
an Encounter, Encounters car\ be ber\efictal, mysterious, 
dangerous, or worse! 

Tienus 

In a Dungeon establishment and during Encounters, Menus at 
the bottom oi the screen lei you know whal your courses of 
action are in a situation. 

Dialogues are words at the bottom of the screen that tell you 
what's happening during Encounters or in establishments. The 
texl stays ort screen for Cfuite awhile so you have plenty of 
time to read it. Press the SPACE BAR to make it disappear 
soorter. 

Commands 

Here are some important commands that aren't ort any Menu 
(they're also listed on the Reference Card), 'Exploring* means 
walking around in The Dungeon when you're r^ot in an 
establishment, Encounter, or other sort of intef action, 

C Cast a Spell {only during Encounters or when expbfing), 
D Drop an item (only dunng Encounters or when exploring). 
E Examine Spells or items [look at your Inventory; time 

^stops' when von do this, so you can check things out 

without fear of being attacked), 
U Use an item (only during Encounters or when exploring; 

you can't light a Torch, use a Timepiece, or eat and 

dhnk during an Encounter). 
P Pause the game (this suspends all time and activity; 

press any key to continue), 
6 Get an item youVe dropped or discovered (you cani 

pick up anything during an Encounter). 
S Save a game (only when exploring). 
Q Quit a game without saving it. 

See the Reference Card under "Other Important Information" 
to see how to cycle through your inventory. Doing this gives 
you Information about items you're carrying, as well as what 
Curses and Diseases you have, etc 
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Death 

Death occurs when your Hit Points drop to 0. 

There are man/ ways lo expire in the dark Dungeon comdofs: 
Poison, Disease, Curses, hunger, thirst, fatigue, and losing 
battles, to name a few, Turning off the computer without 
saving your Character is another way to die. 

At any moment, a Disease or Curse received a few days 
earlier could suddenly "kick in' and end your career. G^i rid of 
negative nuisances like these at Itie first opportunity. 

When you die^ your Character isn't removad from the 
Character Disk; it's still there, waiting to te revived, Reviving 
a Lost Character always costs you a randomly^seiected Stat 
point ("Stats' are explained shortly). 

£xperiencec£ - Ttic City Adv^niure-T^ 

If you think because you undersjood The City you'll also 
understand The Dungeon, youYe in for a few shocks. Life and 
the ruEes are different Down Beiowi Read all the material m 
this manuaL &ven the section on Stats. 

The puipose of The City was to develop yourself into a 
Character of awesome proportions and get oriented to the 
ways of Aiternate fleaiff/. The Dungeon is far more comple)f. 
Here, youll embark upon Quests to solve some of The City's 
mind plagusng mysteries. 

Before leaving The City for the dank depths of The Dungeon, 
gather your wealth from alf your Bank accounts. 

Warning: Once you've entered The Dungeon, there's no turning 
backi 

There are two entrances from The City into The Dungeon. 
One is at 61 N, 51 E (highly recommended!) and the other is at 
2N, 60E. Stand in froni of either of these entrances and Save 
the game. Reboot your computer with The Dungeon disk, 
select T (to transfer a City character) from the Character 
Dectaion Menu, and follow the prompts. 

if you aren't Saved in front of a Dungeon entrance, you can t 
enter The Dungeon (unless you create a new Character}. 
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Once you*ve erslered The Dungeon, you need a fresh, blank 
disk (OT youT Dungeon Character Disk {do NOT use your o!d 
City Character Oisic to save a Dungeon Character). You 
can't use a Dungeon Character Disk in The City, but you can 
take it to other Alternate Fteal[ty scenarios (you can still use 
the City Character Disk in The City, though). 

Of course, you have to go through Customs where all but 
sixteerr of your Poiior^s m confiscaled (sorry). Unlike items 
irr The City , those in The Dungeon have weight. You can bring 
any number ot items into The Dungeon, but you coutd be 
immobilized your load, tf this happens, drop a few things 
unlit youVe able to move. Don't leave behmd- anything vital; it 
will undoubtedly be stolen before you can return for it. 

There are many familiar life forms in The Dungeon; however, 
there are plenty of new creatures that The City did not 
prepare you for. Be cautious. Be friendly. But be ready to 
flee or ftghl 

Neu^comers to AUernate Jleatittf 

The Dungeon is the second scenario in the Alternate Reality 
series. It's not necessary 10 buy the first game, The City, 
However, life in The Dungeon js more difficult at first for a 
new Character than jt is for a well- developed City Character 
(who said irfe was fair?). Characters created in The Dungeon 
can be used in future installments. 

This is how you become trapped In Alternate Reality. . . * 

You're kidnapped by an alien spaceship and find yourself in a 
room with only one exit. Looking through the portal into the 
gloom, you see The Dungeon. 

An energy field moves across the opening. Overhead is a 
panel with constantly changing numbers. As you go through 
the door, the nufnbers freeze, as if you had pulled the lever to 
a cryptic slot machine. This sets your levels of Stamina, 
Charm, Strength. Intelligence, Wisdom, Skill, Wealth, ar^d Hit 
points. The higher these beginning Stats, the belter your 
chance of survivaL 



The first few days find ^ou extremely vulnerable to foul play. 
Keep a low profile until you're lamiliar with ihe surroundings. 
Keep an eye on your Stats: you can become cold, hot, hungry, 
thirsty, tired, dJseaseo. potsoned, or cursed (and these are 
some of the tamer things). Use what little money you have 
carefully. A Compass, sold at the Damon & Pylhras Shoppe 
(the D & P), is a wise investmenl 

A\ first, concentrate solely on survivinq and building your 
Character. Only when you feel prepared should you venture on 
Quests. 

Note: Save games and backup your Character Disk regularly. 

The values (Stals) at the top of the screen give a lot of important 
info about your Characler. 

Stats are increased by Magic and by moving up a Character Level. 
They can be decreased by Magic, Disease. Poison, Curses, hunger, 
thirst, fatigue, and other fun taciors- 

Experience is gained through Encounters with life forms (you 
siart the game with Experience points and Character Level at 
0). The more Encounters you live Ihrough, the more 
Experience points you rad^ up. 

When Experience pomts buiid to somewhere between 250 and 
300. you move up a Character Level. Thts usually increases 
other Slat points as well. Each Character Level ret^uires 
about twica as many Experierra points as the one before. 

Stamina is important if you're to survive, This Stat determines 
your heaitb, endurance, and resistance to magic. 

Charm determines how other life forms react to you. T^e higher 
your Charm, the better your chances are for making friends. 
'Transactions* (see Encounters] and bargaining are more 
likely 10 go well for a charming Character. 

Note to Cily veterans: There's no battle tactic of "charming'* 
as there is in The City. 
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Stf etigth is crucial when you're tightinq. The stronger you are 
initially, Ihe betler. since you enter The Dungeon armed wEth 
nothtrra but your bare hands [unless you come in with Weapons 
from The City). Later, when you acquire Weapons, your 
e^penise with them depends orr Strength and Ski^l.. Strength 
also determines the size and number of combat impfements you 
can carry, Pfolonged battles in which youYe uEtimateiy the 
victor may improve your Strength. 

XnteCClgence is crucial for casting SpeFls. Tricking enemies also 
depends on this Stat, but Tricking is an Evil ad [see Morat 

SkiU helps you avoid blows frorri a/i adversary. It also aids you In 
wielding battle Weapons. ' ' 

klisdom enhances your InteEligence. Its the Stat that determines 
how many Spesis you can Feam and how easily you're able to 
identify Potions. 

Hit Points are very important: the more you have^ the harder 
you are to kill (death occurs when Hit Points go to 0]! As you 
ascend Ch^acter Levels, Hit Points increase. 

Note: You are c/ose/y monitoredf MBny things, including your personality, 
are constarttly being taken into account by the computer. But the 
Stats on the screen don't tell the whole stoiy (there wouldn't be much 
mystery if they did}^ 

Th^^slcat Speed 

Speed controls how swiftly you can escape disagreeable 
Encounters, it also governs how fast you can walk. Speed fs 
adversely affected by many things, including overeating, 
carryin| large loads, and getting loo cold. 

Ttorat •4Clgnment 

New Characters enter The Dungeon with Neutral moraEity 
(neither Good nor Evil). Characiers from The City come in 
with whatever Moral Alignment they earned there. You're 
responsible for your owo Moral Alignment. Being Evil may be 
easier in the short run, but Good is probably beEler overall 

Evil acts include: Ajtacking Good or Neutral life forrrrs with no 
provocation, Tricking any iife form (yes, it's Evil to trick evil 
life forms!), and Stealing. 
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You must really be on your loes to dev&lop and main lain a 
Good Character! Avoid battles whenever you can and be 
careful about which Gyifds you join. Good deeds are 
famembered. As in real lite, the straight and narrow ss not the 
easy path (but il should offer greater power) I 

Use common sense In delennining what makes up Good or Evil 
behaviour. It something seems like a nasty thing to do, It 
probably isl 

When you enter The Dungeon at the North-East er^tranct (Ihts is 
where all new Dungeon Characters are "born"). you*re in a 
"WelMjqhled Area,* But, for the most part, The Dungeon is as dark 
as... well, as dark as a Dungeon. You need a Torch or some sol of 
magic to see weil enough to get around Of course, magic is the ideal 
solution, smoe carrying a Torch means you can only have one 
Weapon ready (you can use Ihe Torch as a ftaming club, but you risk 
losing it). Read more alDOut Weapons under We^ons sndAfmouf. 

Cold or heat strikes without warning and affect Stats if you aren't 
dressed properly. Ensure that you're adequately protected against 
the elements. Heatsiroke or a chill are possible results of b^ing 
unprepared. Betng coid makes you hungry and slow, while heat 
produces Ihirsi and fatiguel 

Tim© 

An Atternaie Reality year has twelve months, thirty 24 -hour 
days in each. 

1 Afternate Reality Hour = About 4 Earth Minutes. 

The monrhs of the year are: Rebirth, Awakening, Winds, 
Rains, Sewings, First Fruiis, Harvest, Final Reaping. The Fall, 
Darkness. Cold Wmds. Ughts. 

When you see the prompt PRESS ANY KEY TO CONTINUE 
Of when you're selecting items or Spelfs from your Inventory, 
time stops, Othen^ise, lime passes normally. However, when 
you're sfefiping or attending classes at a Guild, time passage is 
(thankfully) sped up so you don't spend forever wajting to 
wake up or get out of school (if only reality was like this!). 
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It you re a former City-dweller, the Map you made there gives 
you a bit of assistance in geltirtg oriented in The Dungeon, 
because some Dungeon locations are situated beneath their 
corresponding City locations (e.g., the Palace Prison is beneath 
the Palace}, 

However, both newcomers and City veterans are on the 
same footing concerning the network of passages, since 
Dungeon corridors are totally different from City streets. 

Use the 64 x 64 nrid in the centre of this manual for building 
your Level One Map. Make photocopies of the grid and keep 
the original intact [everyone makes mistakes!), 

Look closely at The Dungeon's walls. Notice the vertical lines. 
The distance between these lines corresponds to one square on 
the grid. The number of steps it takes to travel one square of 
distance depends on your Speed 

Level Two of The Dungeon is a 32 x 32 grid; Levei Three is 
16 X 16; and (surprise!) Level Four is 8 ;< 8, Each level is 
situated squarely beneath the centre of the preceding teveL 

Helpful HinI: Graph paper is idea) for mailing Maps of these 
leveb. 

When numbering your Map grids, start at the bottom^ left-hand 
corner and number that first square 0 North, 0 EasL 

A Compass (see Compass] is essentia! for keeping track of 
where you are, so don I teave the Well-Lighted Area without 
one. In The Citv you had the sky and the mountains to assist 
with navigation, but no heavenly bodies or earthly hillocks help 
you here! 

Kote: There's a relatively simple way of getting around Level 
One's perimeter; use The City Sewer. Traverse this low, 
dank passage, but look out for Rats, Mold, Slime, and other 
unsavoury Sewer citizens! 
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Coors 

As you travel through The Dungeon, youl see many doors. 
Some doors are ordinary, everycEay portals; just walk right in, 
Others are invisible or require special skilfs, equipment, or 
knowledge to emer, Examine Doors that won't lei you er^ter to 
find out what kind they are; if you donH learn on the first 
examination, try again until you do. 

If you bump into a wall and hear an odd melody, tt means you 
a/e actually going through a Secret, invisible Door (mark this 
on your Map). 

With the right Spelf, you can see Secret Doors; they'll look like 
regular doors, but the odd melody you hear when you go 
through them tips you off that theyVe Secret (again, jot this 
on your f^ap). 

0th ef door types 1 nd u ds : L ocked , 
Bolted, and Enchanted, Each of 
these can be opened by onfy one 
method: Locked Doors must have 
Magic Keys (they don't stay 
unfocked for long), 8of!ed Doors 
require Strength (crashing into 
doors is pasnfui-it can knock off a 
few Hit Points 1. Enchanted Doors 
need Intelliger^ce. Bolted and 
Enchanted Doors don't always open 
on the first try. It you can1 enter 
them after repeaJeo efforts, return 
later and try again. 

Some doors are One- Way Doors; you can pass through onfy 
from one side.,, the other side is a solid wall. 

Walls 

Different areas of The Dungeon have different Waif types 
(they took different): some are reguJar stone, some are ice 
crystals, etc. This can be heipful when Mapping. 

One-Way Walts are only visible on one side: you can pass 
through the invisible side, but trying to go through ihe visible 
one only proves embarrassing (thud!). 
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Certain artjcles a^e necessary for survfval; others you'll need in 
pursuit of Quests. 

Torches, Food Packets and Water Rasks, Clothing^ Compasses, 
Timepieces, and Weapons and Armour can be purchased at the 
Daman & Pythias Shoppy. Buy Potions at Lucky's Potion Brewery. 
These things can also be found as Treasure (just lying aDoul or 
acquired after a successful Encounter). 

Keys. Gems and Jewels, Mor,ey, Crystals, Wands. Scrolls, Trump 
Cards, Tomes, Eyes, and Horns, as well as other items more difficult 
to categDrize, are onfy found as Treasure. 

Some Treasure may be Magical or Cursed Magical items are 
usuaJty very valuable (see Magic); Cursed Treasure brings misery 
(see Gufses). 

How many things you can haul around depends on Strength, plus the 
size and wesgM of the items youYe lugging. Check your tnvemory 
ress E) occasiofially to see how etficientfy you're managing objects, 
stierwise, you may be unpleasa^itly surprised when you become 
IMMOBILIZED! and (terns your Slats don't alfpw for start failing lo 
the ground (you can still [nove, but very slowly), 

You can drop objects at any time while you're fr a Dungeon corridor 
[press D), Dropped items can be pickeo up again (press G), if thsy 
haven't been pinched by other creatures or evaporated by Magic. 

To use an object, press U and folfow the prompts. A Compass, if 
owned, i$ always in use. 

An asterisk (») marks laventory iems you're wearing or wieldir^g* 
Torches 

Untess you can see jn the dark, you need Torches (available at 
the D & P). To light Torches, press U. Carry these 
firebrands as Secondary Weapons (they make okay Pnmary 
Weapons against some creatures, especially if you don't have 
anything else to defend yourself wiihf). 
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If your Torch is ^out Primary Weapon ar^d you wani !o use 
something else in that position^ switch the Torch to your 
SeconcJary Weapon first. If you iust 'replace* the Torch with 
the new item, the flame dies. 

If you drop a Torch or it's knocked out of your hand during 
baitle, it goes out. Don't bother picking it up (you can'i relight 
a dead Torch). Eveniually, all Torches burn out, becoming 
useless, charred sticks. 

Clothinq 

You enter The Dungeon with a bare minimum of clothing 
jiinless you t>rou9ht some from The City). Although thrs is fine 
for hoi areas, you'll be in trouble in Ice-cotd corridors. 

The very best clothes are found in Treasure or after an 
Encounter Vou can buy your threads at Ihe The D & P. but 
all sales are final and there's no guarantee you'll get your 
money's worth. 

Some clothing Is magical and some even offers elements of 
protection. An Elven Cloak lets you blend into your 
surroundings, maKing you harder for enemies to see: Elven 
Boots add 32 points to your Speed; a Crystal Belt adds 20 
points to your Stamina There are other fantastic duds, but 
these are the only ones we're giving away. 

Aside from the Magical and protective advantages, clothes 
also have a "dapper valire. Some life forms are influenced by 
Ihe style^ fabric, or colour of what you wear (and some are 
outraged by what you don't wear-refratn from traipsing 
about in the all-togeSherf), 

Just carrying clothes around is pointless; you have to wear 
them to get any benefits To don attire, press U and follow 
the prompts. 

Tood Packets o^nd WaUt ftasKs 

When you step through the portal into The Dungeon, you're 
supplied with three Food Packets, three Water Flasks, and 
three Torches, These are imperative staples! 
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bat ano orink in moderation; you don't want lo overdo and 
become bloated, tf you overindufge, youH be too stuffed to 
even drink water (bad news if you're dying of thirst). Potions 
will be out, too. A gluttonous Adventurer is siow-moving and 
klutz/ in combat. 

Use a Food Packet or Water Flask by pressing then 
folfowtng the prompts. Replenish your stock at the D & 



Thts is one of the most important items for a Character to 
own. Before you leave the Well- Lighted Area to explore the 
rest of The Dungeon, go to the D & P and buy one (unless, of 
course, youVe able to find one)! 



Once purctiased, your Compass Is displayed at the left of the 
screen. There are no letters (N, E, W, S) on the Compass, bul 
the arrow always points in the direction you're heading 
(naturally, North is at the top of the Compass). 

There wilt be occasions when you could use a good Watch. Buy 
a Timepiece at the D & P or find il as Treasure after an 
Encounter 



To use your Timepiece, press U and follow the prompts. 

Note: A Timepiece doesn't telt the date {get that info at The 
Retreat), just the hour. 



Magic Keys can be found as Treasure after Encounters. Any 
Key opens any Locked Door. Once a Magfc Key is used, ft 
disappears^ 

l^ems and J^w^^ 

Exchange these valuable items for Money at the D & P (keep 
in mind that some Dungeon residents appreciate receiving these 
baubles as gifts or in trade). 



Com 
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Currency is in Go^d, Silver, and Coppers. One Gold piece is 
worth 10 Stivers; one Sifver is worth 10 Coppers. 

Some Dungeon establishments insist on payment in items other 
than cash (Gems. Jewels, Crystals, eta), 

Ctijs tats 

These beautiful stones store magical energy thafs used to fuel 
Waids, 

WancCs 

These magical rods use Crystals for power Each use of a 
Wand requires a new Crystal 



CddWar>d 

Does Xaid Damage" to all monsters (especraliy 
valuable against Flame Demons), 

Rre Wand 

Does Tire Damage" to ail monsters. 

Paralysis Wand 

Paralyzes all monsters; they cani fight back until 
the paralysis wears off. 

Fear Wand 

Makes most monsters retreat in terror.. However 
there are a few beasts so viJe that the Fear Wand 
onJy makes them vicious with rage, causing them to 
attacl^. 

UghtWand 

Gives you approximately 6 hours of light (use it if 
you have no Tofch or other means of illumination). 




Healing Wand 

Restores up to 50 lost Hit Points 



These can be used a limited nurrber 
of times, then they disappear, So 
use them only when absofutely 
necessary. 
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Ruby Eye 

Does "Fire Damage' to all monstm 

EincraldEyQ 

Does "Water Damage* to all monsters {especia 
valuable against Flame Demons). 

Sapphk9 Eye 

Does 'Air Damage'' lo all monsters. 

tmher Eye 

Does Tarth Dainage' to all monsters. 



Wizard's Eye 

Lets you see Secret Doors ar^d gives you iight {for a 
limited time). 

Hypnotic Eye 

Bewilders all monsters. This keeps them from hitting 
you unless you hit them ftrsL 



Horns 

Blow these magic Horns to get 
special benefits. When iheir music is 
exhausted, the Horns dematerialize. 



Bronze 



This Cornucopia adds 5 Food 
Packets and 5 Water Flasks to 
your Inventory. 



Silver 



This instrument does melodic mayhem 
lo Evit monsters. 




Gold 



This healing Horn restores your Hit Points to their 
highest possible level 
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capons & Atmour 

The<e are many types of Weapons and Armour. Any item's 
"battle ^/afue' js deiermrnecf by: the type of creature fighting 
you; your Morat Alignment; your Strength ar\d Skill levels; and 
whether your battle accoutrements are Magical. 

Some Weapons and Armour, even Magical ones, can wear out 
or break (yoLrls usually be warned so you can get them 
repaired). Broken imf^ements simply disappear, 

There are tour ways io get Weaj>ons and Armour: 



2 Find them after uncovering a Treasure: 

3, Buy them at the 0 S P; 

4. Buy ihem from The Dwarven Smithy. 

Press U lo use a Weapon or piece of Armour You" If be asked 
whether you warn to use a Weapon as a Primary or 
Secondary Weapon. Your Primary Weapon is the one that's 
ready to use fmmediately; the Secondary is ready at a 
moment's notice. There's an option d tiring Encounters to Switch 
from Primary to Secondary Weapon (see Encounters). 

There's no "id ear Weapon that works against alMife forms, so 
a wise Adventurer will carry, more than one kind of Weapon, 

Some Weapons are best bandied with both hands [staffs, for 
exampfe): if you're using a Secondary Weapon at the same 
time, you won't wield the two-handed Weapon too effectively. ' 

Bigger weapons are nastier than smaller ones (surprise), but 
are harder to handle. If you're puny or clumsy (or both)^ don't 
even tnink about using Gfeat Swofds or Triple Irons. 

NOTE: If your Stats don'l aliow you to use a certain Weapon, 
!ry using iwo-handed; select it as your Prsmary Weapon and 
don't use a Secondary one, 

Armour comes in pieces ^or protecting specific l>ody parts" 
head (heJmets, caps), torso {breastplates, mail coats), legs 
(greaves, leggings), and arms (gauntlets). Any Mail offers 
more protection than Quilted or Leather Armour and PlaSe 
Armour is more effective than Mail (Cryslal Plate is even 
stronger than Plate). 
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Cursed Weapons & Armour 

If yoy pick up a Cursed Weapon or Armour, you become 
Cursed. Even if you drop the Cursed object, youVe stilf 
Cursed {find a Guild that's willing to help you out of Ihis 
predicament). 

When ^ou fir\d Weapons or Armour, check your Stats 
after picking up each piece, This way you can know 
which ones (if any) are Cursed. 

Enchanted Weapons & Armour 

Several Speiis can temporarily enchant Weapons and 
Armour. You can even add extfB zap lo Magical 
armaments by enchanting ihem {a "double whammy"), 

ff you need to "un-enchanf" a Weapon in a hurry, press 
U and select the Weapon. Stmply Switchrng Weapcns 
during combat won't remove the enchantment- 
Alignment 

Some Weapons are sensJiive lo Good and Evsl (and even 
to degrees ot Good and Evil). Evi] Characters ttiat use 
Good Magical Weapons and Good Characters that use 
Ev»l Magical Weapons win suffer. If you do something 
strange (mpraiity^wise), your Weapons may let you 
know aJbOut it 

EKsmpie: You're a Good Character, carrying a Good 
sword. You try to stab a harmless Pauper {obviously 
not the action of a Good Guy). The sword screams in 
fury and drains your Points! Will the Weapon ever 
calm down? Not fikely. Lose it immedrateiy. Any other 
Good Weapons could turn riotous, too. 

Some items don'l wait br you to make mistakes; rhey 
have minds of their own. For no apparent reason Iheyif 
become obstinate, drain your Hit Pofnts, burst tnto 
flames. . .whatever is most inconvienent at the lime. 

Ammuniibn 

A few Weapons require ammunition. For example, you 
obviously can't use a crossbow without quarrels. 
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You can only load ammu^ll^un into you: Primary 
Weapon (if the one you want to load is Secon<Jafv. 
swttch), When you toad a Weapon, any ammo left from 
a pfevious loading i& discarded (so aon't reload until 
absolutely necessary). An ammo-nnsrre (a number in [ 1 
after the ammo's name) lets you know how many shots 
are left 

Unusual Weapor^ 

Every one has a pretly good idea of what Swords, 
Baltle Hammers, and Flails are. However, some 
Dungeon Weapons are a Ijltle more exotic. The foiiowing 
list defines these- 



BASELARO 

CIMOUEDEA 

CLAYMORE 

CROSSBOW 

DAITO 

FAlCHiON 

GLADIUS 

GLAIVE 

KATANA 

KATAR 

KRIS 

KUKRI 

KUSAmKAMA 



Short Sword/Dagger 

Wide^iiaded Dagger 

Heavy Broadsword thtat requfres 
Two-handed use 

Firing Device made by Dwarves; uses 
a dip of Quarrels 

Curved Samurai Sword that needs 
Two-Handed use 

Curved Sword; wider at the Eip 

Roman-style Short Sword 

Hooked War Scythe 

Curved Samufai Sword 

Triangylar-bfaded Punching Dagger 

Wavy biaded Knffil 

Curved bfaded Longknife with the 
edge on the inner arc 

Hand Scythe with a long charn 
attached" to the handle 
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NUNCHAKU 



SKEAN 
STILLETTO 



Ftail formed by two metal rods linked 
by a short chain 

Short Dagger 

Long, narrow Dagger 



TRIPLE IRONS Three metal rods linked together with 

a chain 



Magical Scrolls hava special powers. 
You can only use them once, then 
they disappear. 



Rreblade 

This Scroll adds Rre Damage (up 1o 1 hour's worth) to 
any Weapon being used. 

Frostbtade 

Ttiis Scrofi adds Cold Damage (up to 1 hour's worth) to 
any Weapon being used. 



Clout 



This Scroll adds enhancemeni {up to 1 hour's worth) to 
a blunt Weapon, 



Renew 

This Scroll restores any Weapons or Armour youYe 
currently using to their former glory, 

Remove Curse 

This Scroll gets rid of all Corses youVe saddled with. 

Wizard Eye 

Thts Scroll has a short-temi effect that lets you see 
Secret Doors and gives you light 
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ump CarcCs 

Tneae magical cards have special powers. Except for the King 
of Wands, tlie High Priestess, and tine Fool, the effects of 
cards afen'i lime-limrted. Cards disappear after use . 




The Star adds 20 valuable Crystafs to your Inventory. 

The Fool temporarily increases youf Ludc. 

The Heirophant summons a Heater, 

Death kills pradicatly any monster Just remember, if you're 
confronted by a muttitude o^ monsters, thjs card kilts 
only one of themi 

Ace ol Cups gives you a new beginning with Guilds you were 
previously enemies with. 

The Chariot Encreases your Skill by i point 
Strerrgth increases your Strength by 1 point. 
Ace of Wands relieves fatigue. 
Temperance cures Dnjnkenne^, 
King of Wands confers invutnerability to Rre (up 10 3 hours). 
Page of Cups cures hunger and thirst and their effects. 
Ace of Pentacles adds 100 Gold pieces lo your Inventory- 
High Priestess gives you limited pfoteclion from all attacks for 
up to 6 hours. 
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These powerful books deliver 
special skills. Use them once, then 
they melt away. Their effects 
aren't lime-limLted. 

Tome of Knowledge adds 1 point 

to your Inielligence. 

Tome of Understanding adds i point to your Wisdom. 
Tome of Leadership adds 1 point io your Charm. 
Potions 

There are many different Potions. Some are advantageous in 
advancing your Character; others are detrimental. Many 
Potion effects are temporary or time-limited. To drink a 
Potion in your inventory, press U and follow the pronrrpts. 

Wisdom helps you perceive a Potion's contents. 

One way to ascertain the contents 
of an unidentified Potion is lo gulp it 
down. The only other way is to go 
to Ludy's Potion Brewery. For a 
fee. Lucky analyzes and identifies 
your Potions. Lucky also sells 
Potions, so you'd best stock up 
while you're there. 

If you cani make it to Lucky's (or can't afford his services), 
some Potions, like Strength and Invulnarabifily, make 
Potion-chug-a-lugging worth any possible hsk. 

Potions of Inebriation aren't fatal, but theyH make you wish 
you were dead I When tipsy, your movemems have all the 
grace of a sick sandcrab; you pick fights you couldn't possibly 
win; and you generally act like a total nincompoop. Find a 
Temperance Card or sleep it off (a smashed Adventurer is 
nobody to be proud of"). 



Tomes 
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Below IS a paftsai list of Potioas: the brew's name gives you a 
good idea of its effects, 

A PoliOns of Fleetness, Strength, Intelligence. Charisma, and 
Dejcterity give you time-limned (up to B hours) mcreases In 
youf Speed. Sfength. InteiHgence, Charm, and Skill, 
respectively. 

A Invulnerabihly Blunl. Sharp, Earth, An, Ftre, Water, 
Menial, and Cold give you teniporary armour against 
attacks involving these eEenients. Examples Invulnerability 
Sharp gives you protection against Swofds, Daggers, etc, 

§ Endurar^oe refseves fatigue. 

A Regeneration is a phenomenal Potion to use during battle; rt 
^ increases your Hit Points by 2 per minute for up to 1 hour 

A Potions of Super Vrsion temporarily give you the power to 
^ obsen/e Secret Doors and to see in the dark, 

§ InfravfSlon lets you see in ihe dark {for up to a hours) , 

Cleanse, Antidote, and Restoration Potions cure Diseases, 
clean out Poison^ and cure ail wounds, respectively. 

§ Healing Polions restore up to 25 lost Hit Points. 

§ Hemlock causes the loss of 2 Hit Points every 20 minutes. 

PLACES 

There are several major locations in The Dungeon. Here are a few lo 
get you staned. 

Damon & Pi|tFiias Shoppe 

The D & P. located next lo the main Dungeon entrance, is the 
only "general store.' it accepts normal currency (except 
coppers) and serves as a money-changer. 

There's aisle after aisle of expensive. a't>eit slightly shoddy 
merchandise: Compasses, Watches, Torches, and afi manner 

of clothing and armaments. 



D & P quality is never confused with thai of a Bond Street or 
Rodao Drive store, so dom bet your life on the sturdsness of 
their Swords (lest you absoiulely have no choice). The 
Torches, howeve/, are first rale, 

Bargain for low plioes, but doni insult the shopkeepers. Honest 
Omar and hts twin brother Jeff. You*l1 be asked to leave if you 
'offend* them (ihis is not a servtce economy)! 

The )letreat 

The Dungeon has onl/ one Inn, iocated m the Weil-Lighted Area 
near the Northeast Dungeon Entrance, it's nothing fancy, the 
decor is "early rescue missEon," bul at least youVe got a place 
to sCeep (on the floor). A ^donation' is required. 

While you're sleeping, Dungeon time passes at the sped-up rate 
Qi approKimareiy 4 Eatth-timB seconds lo 1 AR hour, ii you 
sleep until The Retreat management wakes you, you1i snooze 
anywhere from 8 to 20 hours {dependinq on how tired you are 
and where you sJeep). Press Ine SPACE BAR to wake up 
sooner. 

Dozing is crucial to restoring Hit Points, but you use up 
nourrshmenl. Also, any Curses. Diseases, or Poisons you 
have may become active whfle youVe asleep. Check yoar 
Stats periodically and be careful about snoozing 
'round-the-cfocK: ^t*s humiliating for an adventurer to d^e in his 
jammiesf 



Der HalhskM&T Bar & GriIXe 

At IhiS Tavern you can buy tood af>d drink fof on-the spot 
en|oyment [some puf chases also adct Food Packets to vour 
inventory-like takmg oul Moggy bags"). Remember, don't 
slijtf yourself (see Food Packets and Water Flasks), but do 
leave a tip for the service (approximately 15% is appropos). 

Alcohol is served; but. as in real life, dJ^nk cnfy in moderation, 
if you're drur^k, you'H have trouble walking, fighting, of staysng 
aiive {you don't want to wmo up a Der Rathskeller statisttc, do 
you?). 

It youVe feeling frsendW toward your fellows, buy a round for 
the house. Bui rerr^ember. the cost of ihis generosity defends 
on how many people are m the estaDlishmeni Buying rounds is 
also an expensrve way 10 avoid getting drunk sir^ce you arent 
served when you treat your pals. 

Der Rathskel'er is The Dungeon's 'sociaJ centre/ so youU 
undoubtedly meet a few strangers. They'll chat with you, but 
take everything they say with a gram of salt. Before you buy 
anyone a drink or a meal, be sure you have enough funds (it's 
their choice of which drink or meal and some refreshments are 
expensive). 

Tountalns 

There are three tt^rrst-quenchmg Fountams hidden m The 
Dungeon's depths. In addition to relieving thirst, each Fountain 
has its own special magic: one Fountain heais wounds, one 
cteanses Diseases, and one removes fatigue. Dnnk deeply! 




fian^ Vaults 

There are two subterranean Vaults: one under The City's 
Gram's Gold Exchange: the other beneath First City Bank. 
Voy may want lo visit these since they house piles of money 
(mostly in Coppers). You1l be given a choice of: Grabbing 
some cash: Searching for more goocis; or teaming, 

dbviOLiSly, you'll be making an illegal withdrawal (Evil Act) for 
which there may be substantial penalties. The banks are 
constantly beefing up security so the longer you Search before 
heisting the loot, the more Guards youll fJave to contend with, 

Lucfey's Potion Brewery 

Lucky is an alchemist who "brews Potions to self to those 
fortunate enough to find his establishnrrent. New Potions are 
concocted every day. 

Riuer Stcition 

For a small fee, the ferryman at the Htver Slonz will take you 
across to the Realm of the Undead {everyone s favourite 
holiday spot]). You can only cross the ^tonz at midnight; the 
ferryman will you downriver at any other time. 




li^eapon Enchantress 

This serene sorceress examines, enchants, or repairs your 
Weapons (Jor a price). She can also reveal something about 
their powers, and even lend a touch of enchantment to 
Mundane Weapons (expensive!). 



ChapeC 

The Chapel mitcally offers three options: Pray, Consult with a 
Priest, or Hear a Sermpn. 

Praying may or may not be beneficial; you have to try it to 
see what happens. 

Consulting wilh a Priest is practically the only way you can 
tell what your Moral Alignment is. If your souf is very 
dark, you might be offered the chance lo Repent. 

Hearing a Sermon is useful for learning what types of 
behaviour are "good" \n The Dungeon. This activity can 
also be beneficial to your Moral Alignment 

The Chapel has been knowr^ to provide sanctuary for 
wonderfully moral Characters. 




Here's the one place where you can purchase quality Weapons 
£ Armour These are made from the pure, precious metal 
known as True Sitver, True-Silver has naluraify mherent 
qualities and onEy the Dwarves know how to use them. 

The Smith sometimes buys your old Weapons and Armour {tor 
scrap, of course). 
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auiLDs 

There are m\y six Guilds that have corresponding City locations: 
three are Evil (Wizards of Chaos, Thieves' Guild, Dafk Wizards' 
GuiJct) ar^d three are Good (Gifild of Order, Wizards of Law, Light 
Wizards' Guildj. The PaSadins (nice guys) and Mercenaries (rotten 
guys) are Guilds not found in The City. 

Any Guild yoyVe a member of will remove your Curses, And, if you're 
really down-and-out, your fallow Guildsmen may lend you a hand. 

Each Guild has Character Level and Moral requirements for 
membership. You may join one Primary Guild and become an 
"associale' member al olhers. A Guild woni admit you it youVe a 
rmmtjer of its "arch-riva)* Guild. 

Your Primary Guild is the first Guild that accepts you. At your 
primary Guild you're allowed a locker to store provisions (Keys, 
Money, Gems and Jewels, CrystaJs, Food Packets and Water Flasks, 
unlit Torches, etc.; sorry, no Weapons). 

Once youVs a Gu'ld member, avofd killing members of your own Guild. 
If you do this, or commit, other acts that significarttly chanqe your 
Moral Alignment, the Guild warns you. If you continue on Ine palh 
away from your Guiid's values, you will be banned from that Guild 
forever. 

Your Primary Guild gives yoii a nifty Ring that marks you as a Guild 
member ancf bestows enough power to cast Spells, if the Ring runs 
out of steam before a Spell is cast, the Spell automalicalty taps into 
your energy supply (you'll tire quickly}. A metre on the Rmg shows 
now much power is left [0-99]. The Ring is rechargeable (for a high 
price) at the Guild where you received it 

SPELLS 

Guild memtiership indudes the chance to learn Spells. Guilds also offer 
classes (you guessed it, there's a fee) on honing your Spell-Cd^ting 
talents. 



Guilds have a limrted numbef of Spells Ihe^ can teach. The SpeHs 
offered cfepef>d on which Speifs the Guild has and what your 
Character Levet is. Your Wisdom limits the numt>ef of Spells you can 
acqyrrefthe maximum is 12). 

Every Good Spell has an equrvalent Evil Spell. Some Evil Speifs are 
slighlSy less powerful than Good SpeJIS- Whettier a Spell is Good or 
Evil depends on the alignment of the Guild you learned il from. 

When you Cast a Spell, there's no guarantee it will work! Spells 
you've learned are listed in your Inventory, along with your likelihood 
of successfully casting them (0%-95%}. The more you successfully 
cast a Spell, your ability to use it increases (just as Strength 
improves with fighting). Also, the better you know a SpeEi, the more 
likely it fs to be effective- 
Different Spells need different amounts of energy. Once youVe used 
up your Ring's power, castinp Speffs makes you lired. If youVe 
already exhausted, your Hit Points are drained. 




The following is an alphabetical list of Spells, their effects, and the 
Guilds that teach them An '* " indicates time-timited Spells; time 
limits are m parentheses and are in AR time. 
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@ewilder 

Blinding 

Chansma*: 

Cold Blast 
Cor^urt Food 
Conjure Key 

Deleat Evi( 

Fear 
RrebaJis 

Fwy* 

Heafifig 
Ught* 

Lightning Bdts 
Location 



0UILD 

OftJer; Brieves; 



EFFECT 

Causes oppof^nis to fwgei ttTe^'re 
figKting untiF you hrl Mm. 

T^mpofarity Whds apponeni: lets ytw 
strike witliqut be^ng Nt 



Thieves, Dark; Chaos; increases Charm (up to 6 hours), 
Mercenaries 

Law ; Order ; Dark Does CoW Damage lo a gn?up of monsters. 

Order; Mafoefianes Lais you *oaqm up' i Food PacM. 



Law; Thieves; 
Merceries 

Orddf ; Law 



Chaos: Dark 



Law, Tbeves 

UgN; OrtJer, 
Dark, Chaos 

Ughi, Chaos 

f^lariins; Chaos 

Paladin 



Leis you 'conjure up" 1 Key. 



Damagts a gnDup oi Evil 
monsieii 

Damages a graup of Good 
monsrers 

Increases Skill (yp to B hours). 
Has same eff eel as fear Wand 



Does Fi/e Damage to a group of mDnsters.- 
Adds Fire Damage to Weapons (up to 1 hr]. 
Gma^ increases Luck (up to 15 min], 



All but Mercenaries Heals up to 1 0 bsL Hit Poin is. 



Light; Paladirrs; 
Order, Law 

Lghl. Dark 



Lets you sm m tie dark (up to 8 f^). 



Dom Powe* Damage lo group of monstefS 



All GuikJs, except Shows co-ordifiaies Tor currer^l tocaEson 
Paiadins i Thieves (see h^png). 
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Luck* 


Thieves: 


Msgtc Darts 


U^t; Dark 


Nigtil Vision • 


Dark; Tliieves: Chaos 
MifC8r>ar>es 


Paralysis 


Law; Chaos; 
Mercenaries 


Prism 


Light 


Protect from Evil * 


Light, Law; Order 


Protect from Good * 


Dark, Chaos 


Protection * 


UghL Paladins: 
Tfitewes; Dark 




Paladins, 
Mejcenanes 


Repair 


Paladins; Thieves: 
Merceriarie^ 




Thieves /Dark 




AIJ Guilds 


Sisy EviE 


Order 


Slay Good 


Chaos 


Speed* 


Light, Thieves 


Strength ♦ 


Paladins. Law; Chaqs 


Super Vteion 


Law; Order; 
Thieves. Chaos: 
Mercenaries 


Vjflot 


PaEadfns Law Chaos 



Increases Luck (up to 6 horn}. 

Does Sharp Damage \o monsSers (your 
Gharad@r Lev^ infJujenogs how w^i you 
ys€ this SpellJ. 

Lets you see in the dark (up lo 8 hrs) 

Temporarily stuns opponent, lets you 
sinkewithoul tKing hit 

Has Ihesame effect as -ParaT/sss," 

Prolects agasnst Evii Weapons (B hrs) 

Preieets against Good Weapons (fl firs), 

Prolects against all Weapms (8 hrs). 

Makes sharp Weapons sharper (up to 1 hr). 

flet>airs darnag&d Weapons and Armour 
currently in use 

Makes it harder for enemy to htt you 
Prolects against Blunt & Sharp Weapons, 
Damages an EvjI monsier. 
Qafnages a Good rr^or^ier 
Increases Speed {up to 8 hours}. 
Increases Strength | up to 8 hours) 
Lets yoo see Secret Doors 

fleduees fatigue {only useful jf you're 
wearing a Guild flmg). 
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Magic consists of the four traditional Elements: Earth, Air, Fire, and 
Water, Other factors come into play in making Magic work, but these 
are the basics. 

Exparimeni with magical Weapofis and ArmoLf to see which work 
best when dealir\g with different creatures. When using Magic that 
isn't battle related, pay close attention to eve^lhing that happens to 
you and keep an eye on all your Stats: this is the best way to figure 
out what t)inefsts youYe receiving from the Magic. 

CURSES 

Cufses cause you to lose Stats or Hit Points (and. somettmes, to 
die), depending on what youVe been Cursed with. Example: A Curse 
of Clumsiness causes you to lose Skill points. 

There are two ways of being Cursed: picking up a Cursed item of 
being Cursed by a dying enemy. 

tf you see the message CURSEDI on the screen, but don't 'acf 
cursed, don't get cocky. Some Curses clon't show effects up front 
Get rid of Curses before sleeping at The Retreat, since some Curse 
effects catch you napping. 

Any Guild you belong to removes Curses. Or you can use a Remove 
Curse Scroll or hope to rneet a Sage from your Guild who will agree 
to remove the Curse. 

Once a Curse is eliminated, you stop losing Stats or Hit Points. 
Some cures even gm you back all the points you lost (whewl). 

POISON 

Poison affects your Slats perma/ientiy or temporarily, depending on 
which noxious substance you're unlucky enougn to absorb. If you find 
a Potion that cures Poison, drink ill Otherwise, find a Wandering 
Heater right away. 

There are two ways of being poisoned; swallowing poisonous Potions 
'-or being mauled by poisonous aeaiures. 
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DISEASE 

Comraang a Disease results in Hit Poini and Stat loss m \m% with 
the seventy of the infection {some Diseases have an mcubalion 
pefEOd of severat days). Diseas<3S can t>e faiai, aUhough many simply 
run their course (occasionally resuttin^ in permanent damage). 

There are two usual ways to contract Disease: be^ng showered by 
Mold spores or being clawed or bitten by a Diseased creature. 

If you get a Disease, drink a Potion that Cleanses, seek out a 
Wandering Healer, or fmd the Fountain of Healing, tf youVe clawed Of 
bitten in an Encounter, find a Healer He can prevent you from being 
infected. 

There's a special case of Disease that only happens tn the Crystal 
Caverns. The walls there are sharp and jagged and one scratch can 
leave you afflicted wtth the dreadful Crystal Doom. Its effects are 
gradual, beginning with increased Strength and Siamma. but 
decreased Hi! Points and SkjIL until you finally turn to solid Crystal! 

^^^^^^^^^^^^^^^^^^^^^^^^^^^ 

ENCOUNTEltS 

It's com,Tcn to Encounter other life forms. Some areas ot The 
Dungeon have a higher probability of Encounters than others. Also, 
certain areas abound in particular types of Encounters (e,g,, Rats 
abound in The City Sewer) 

Ar^yhme you go through a Door, you have a high chance of 
Encountering something (slamming DoofS alert Dungeon denizens to 
yourpresencel). 

Three categories of Encounters are Ifsted below, in the order most 
favourable to you: 

1 You surprise a life form; 

2 Vou and a Eife form notice each other at the same time; 
3. You are surprised by a life form. 



Surprise 

\f an Encouoter begins witti you being surprised by an opponent, 
he gets to make ihe first mom You have no options. 

* 

If ypu do the surpfisir^g, you gel foyr choices (the first two are 
Evil acts): 

1) Waylay the creature This means you conk the opponent 
on the head and try to make off with his belongings. 

2) Snatch something Here, you try to grab ttie creature^s 
treasure without getting invotved in a battle. 

3) None of these This selection takes you straight to the 
regular Encuuntar Menu, (you stiti get to nnake the first 
move). 

0) Leave ThES is your best chance to escape from an 
undesired Encounter. 

Encounter Tl^nu 

In an Encounter, you're given several options (do nothing at ail 
and you may be attacked). During battles, you have 4 
(real-time) seconds to choose an action. Switching Weapons 
uses up part of this time, so quick reflexes are a must! 



Your options in an Encounter are: 

1) Attack You move offencfvely, while maintaining a decent 
defence. 

2) Charge This reckless move increases your chances of 
hurtsng the enemy, but aiso increases your likelihood of 
getting bashed. Be sure the Weapon you use rs approprjale 
to the action [charging with a Bow is poinlfess), 

3) A[med Attack This means you don1 strike until the right, 
devastatsng instant. This move gives you a chance of 
inflicting a fot of damage while keeping your up guard. 

4) Transact Talk with a Pfe form. The outcome depends on 
your Charm level, Moral Alignment, and how you've dealt 
with others in the past. This option opens up a plethora of 
possibilities for mleraclion with ceatures. 

1) Offer an item to a life form (gear the gifl to the 

bemg you've Encountered, but don't feed 
the GhouJs) If Ihe creature accepts your 
offer. It may gwe you a Clue or Rumour 

2) Bluff to ta[k your way out of a fight. Thjs is 

neither a Good nor Evil act 

3} Trick an opponent [if you're Intelligent enough), 
This Evil act es a batlfe tactic to distract 
the creature's attention long enough for 
you to get in the first tjlow, 

4) Hall the creature to start a conversation or 
find out who it is. This is ar^other way to 
be "nice' and, perhaps, receive a Rumour 
or Clue. This is also the proper beginning 
to any interchange wilh Wandering 
Healers. If a life form attacks you when 
you Hail it. retaliation is not an Evil act. 

0} Leave the Encounter This isn't runnino away; it 
shows youVe just 'not interested/ 
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5) Switch Weapon This choice exchar>ges Primary and 
Secondary Weapons. 

0) Turn end Run Sometimes, cowardice \% the only soiutron. 
Vou actually turn around and go a different direclfon irorn 
the one you were facing durir^g the Encoynter. Note that 
you may become disoriented and end up in a different 
square than the one you had the Encour^ier in, Use your 
Compass or a Map Spell to get your bearings. 

Diifing Encourters. you may aiso: 

C Cast a Spell {if you know any); 

D Drop an item; ^ 

E Examine Spels or items (check your Inventory); 

U Use an item (yoy can't light a Torch Of eat and drink during 
an Encounier); 

P Pause the game (this suspends atl tfme and activity-press 
any key to continue); 

0 Oust the game without saving it. 

Ts^lpr your Encounter strategy to tit your own physical and mental 
condition and \H kind ot life form confronting you.. Don't expect to 
bluff or tr^ck mindte&s life forms; you'd look pretty siJiy trying to bluff 
Mold! 

Ma^ry of the life fonns found in The City also inhabit The Dungeon. 
The Dungeon, fiowevef, is tfie home of other fantastic creatures that 
never see daylight. As in The City, denizens of The Dungeon may be 
esther Good or Evil; the way you interact with them affects your 
alignment, so use Wisdom. 

The music accompanying the appearance of a life form gives you a 
due to its alignment: heavy^ brebodmg music indicates an evil berng; 
lighter, mofe cheerful sounds may mean the Encounter is of a 
friendlier nature. Escperience is the best way to learn If a creature is 
host'le. 



Some monsters (such as Werewolves and Wraaths) can only be hurt 
by Magic or Magic Weapons, althoug^t. sometimes a Ift Torch can be 
effective in drivrng them away (beware of crea lures that a-'e immune 
to fiTe'). 

Below is a list of sorrre of the besngs you may Encounter in The 
Dungeon, 

Paupers have no ambnion or have met 
with so-Te catastrophe that has put 
them In dire siraits, Pathetic 
creatures, they can ber^efit from 
your generasity. 

Guarels police The Dungeon 
Don'L cross theml If you "re 
being attacked by Guards, 
It probably means youVe . 
become evil or are a Thief, 

titnctlators , Xnights, 
and otFter jlqhtets 

hang out m The Du.^geon. lookir^g 
for ways to hone the^r fighlfng s^^ills 

Nobtemen live m the Palace and a 
(ond of Arena games. They ente 
The Dungeon only (o check out 
activities ihat may affect their 
wea!th and position t>acK in The City. 

Thieves, CuttFirouts , ^riqands, and riaster 
Thrleucs skuik around The Dungeon, making thefr larcenous 
p'ans under cover of darkness 

^^ssossins strike swiftly, without warning. Try lo avoid making 
e:-.emies. smce anyone who doesnl like yoy migrn send an 
Assassin your way' 

He-aCcrs from The City often visit The Dungeon on errands of 
mercy or to do medcal research. Meeting jhem is purely by 
chance, unless you find a Heirophant Card that lets you 
summon medical ad. 
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nagcs, Wizards, and otfier magicaC tupes 

aw associates of the Guilds. Acolytes, Novices, and 
AppfBntices belong to this category. 

VdCtyries, the warrior matdens. are good fife forms, but hostile 
to humans. 



Dwarves \6vb the gtobrn of The Dungeon and have a nafuraf 
dislike of humans. They delve fof precious meta?s and Gems 
and aaft man/ellous Weapons and Jewelry. 




Serpentmen prowl Ihe dank Dungeon corndprs. These reptilian 
hi,'manoids are Evil, so be on .guard! 

TroCCs find Gobtins are ai war. Use cautjoo m dealing with 
them; maKmg friends with one group means automatic hostility 
from trte other. 



Glomes, Ores, and Gnotts scurry around The Dungeon 
corfi^iors. planning unpEeasant surprises tor itie unwary 
Adventurer. 

diant Hat^ and Wolves carry Rabies and love to share 
i1 by biting and cfawing you. 

diant Bq^t^ attack from above, Sharp fangs and slashing claws 
make these "airy" creatures formidable foes. 

Tlold and Sttme are ^ound throughout The Dungeon, but 
especially in The Oty Sewer. Mold can leave you with horrible 
Diseases that are not easily cured, Slinne fouls your food and 
its acid may eat away itenis lying on The Dungeon floor. 

Storm t)ev*tts,tcc Demons, Tlame Demons, 
Hotne^d Dct^tCs, ImpSt (iremtins, and 
HomuncuCi are dangerous, demonic denizens of the dark 
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Phoenix a glorious firebird. The beating of its flaming wings 
stirs up hot winds all around This is a good creature, thouah 
hostlfe to humans. - y ' 

Dragons and SaCamanctBrs are realiy hot! Dragons 
ar# accomplished magicians ard bcilh creatures are fearsoms, 
fire-breathmg reptiSes. They usually can't be defeated with 
ordinary Weapons, so use caiition! 

Whirlwinds are elemenial spirits that challenge the skiffs of 
even the stouiesi Advensyrer They scatter any items lytng 
on The Dungeon ftoor. 

WroUhs, afinsts, Spectre^s, Zombies, Ghouts, 
SfceCetons, LtcKes (Unci^c^d Wizards), 
and Vampires are the nightmarish horrors that haunt 
the Regions of (he Undead. 

NigFit StaCK^er is a leger^dary creatirre of The City that roams 
freely in The Dungeon. Although the Night Stafker isn't too 
formidable on the streeis of The City, The Dungeon's 
darkness maKes it mcredib'y powerful 

Beuourer is a creaiure of myth. Few have ever Encountered 
thJS creature, and fewer still have survived to leJI the tale. 

EPXLOaUE 

The Dungeon is a game of discovery. You must explore every 
cavern and crevice lo find out about the Quests. 

There Is no right or wrong way to complele the game. Everything 
depends on your Character's attributes and adions. 

Once youVe solved the major Quest [no small task!), the adventure 
doesn't have to end You've probably missed a Quest or two. 

Or. try a compfetefy different Character and piay an entirely 
different game strategy than you did the first time around. 

The Dungeon holds many mysteries and it takes a stalwart 
Adventurer lo solve them all. 
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